Miiiiiiiim 



AU9e63553 



(12) PATENT ABSTRACT (1 1) oocumomNo. AU.A.63553/98 
(19) AUSTRALIAN PATENT OFFICE ooooj/yo 



(54) Till* 

QAMtNO MACHINE WITH BONUS MODE 

ini«rnaiional Patent Cl8$si«icaiion(s) 
(51)* A63P 009/22 G06F 181/00 C07F0I7/32 

(21) Application NO. :635S3/M (22)App|ic,i.onOate:23/04/90 
(30) PfloftlyOala 

Ni?.^. (32) Data (33) Country 

03835640 23/04/97 US UNITED STAHS OF AMERICA 

(43) Publication Date : 29/10/98 

(71) Appllcant(s) 
WMS GAMING. INC 

(72) tnventor($) 

tAWBEHCE E. DEMAIIt; ERICA FROHM 
(74) Attorney or Agent 

SPHUSOM t FERGUSON , OPO Bos 3898. SYDNEY NSW 2001 
(57) Claim 

1: A processor controlled game of chance comprising: 



a) a processor, operating according to a game program, for randomly 
selecting symbols and for awarding credits when winning symbol combinations are selected: 

b) display means on which said selected symbol combinations arc displayed 
to a game player; 

c) said processor operating in a basic mode unless and until a symbol 
combinaUon. designated as a bonus combination in said game program, is selected, said 
processor, in said basic mode, selecting symbols and awarding credits or money in response lo 
ihe Input of money or credits by said player; 

d) said processor operating in a bonus mode after said bonus combination is 
selected, said processor, in said bonus mode: (1) selecting symbol combinations as a sequence 
of BenoulU trials; (2) displaying the symbol combinations for each trial; (3) awarding credits 
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GAMING MACHINE W ITH BONUS MODE 
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between 1% and 25%. 
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With .he constraim lhat there roust be a positive hoM 
wllloa„r. ' "imi-S comWnMta, 



tcci cypc slot machine dcsien at w.ii 

San,e. without U,c use of „• • ^ -Cy as , W,.o 

' *e use Of sp.™.„, „e,i. or it roay be used for other .yp« of 
combinations of games All ih.» u " 'yP'* of games or for 

* • « "qu'red is that there be a st.„H„H 

'cn a lucky player can qualify ,0 play 
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P-o...ni..s „ . ™, ^ , „^ ^ ^ _ ^ ^ ^^^^^ ^^^^ ^ 

- .pU^ln, ™cM„. i„ .Mc. „„, . ^ ^^^^^ ^ 

f.. ^ b.. »^„,„ ^ ^ ^ 

poker game with a different pay able. 



-tp,a..eba«ga.eu„.iUe,ua,incsfor.he bonus same. Quanncation.a,^ 

w.nni„.(wi.or.op.io„an.w.ou.pa>..e„tora.i.ion3.co^ 
InU,eco„tc«of,ree,-.^...3cHine.t.U.a.vbercfe.e..o,,a>in,i,,o„,..^^^^ 

probability of winning is significantly greater than 50% 



his 



loses, all the while collecting payouu. win add a new and si 



excitement. 



and in which he keeps playing u„u| he 
significanUy greater level of player 
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U is accordingly an objcc. of .he p.«„. i„vc„.lo„ ,o provid, a .3chi„c in which 

.here is = basic game a^i a bonus gan,e and wherein .he bonus game has a p.a.v-u„,,-you.,ose. 
mode in which ,he probabilior of winning each trial in a,e bonus game is greater than 5055. 

It Is anoa.er object of 0.e invention to provide a combination gaming machine having 
basic and bo«.s modes wherein .he basic mode occasionaUy Imclate, the bonus mode game 
Which U . high hl..ra.e game in which the player may continue to play until he loses. 

It Is a further object of the invention to provide a dual mode gaming machine in which 
a bonus mode has a hit ..te of greater than 50% and which is based upon a series of Bernoulli 
trials which continue until the player loses. 



These a™, other objects of the invention wUI be apparent from the remaimng ponion of 
this specification. 



BRIEF DF.<;rRTPT,nK, r^Ff HE DRAXVf| Mr^^ 

FIGURE 1 Is a simplified illustration of a spimung reel slot machine having a dot mauix 
display «.luble for use with a bonus mode according to the present invention. 

FIGURE I A is an enlargement of a,e slot machine display showing how symbols appear 
on, above and below the payline. 
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symbols. 



FIGURE 2A is a math ubic combining the expeced v„«e calcula.io« for U.c ba« and 
bonus games according to an embodiment of dw invention. 



FIGURE 2B is a se, of red strips for the symbol table of RGURE 2 for a 



base game. 



FIGURE 3 is a combined symbol and mad. ubie for the bonus game according to an 
embodiment of the invemion. 



FIGURE 3a is a pay ubIe for both the base and bonus 



games. 



FIGURES 4 and 5 are software flow diag^ns illustrating how d,e invention may be 
tmplememed. 



FIGURE 6 is a graph of the Geometric function for Be^ou.,1 trials according to an 
example of the invention. 



FIGURE 7 is a consolation uble for an optional feanire of the i, 



invention. 
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PETAii rn nEscBiiTinf. 
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P«mi. p,.,i„, OH, ^ ^ ^ ^ ^ ^^^^ ^ ^^^^ 
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n,e in W «co,di„.. ^ p„„„ ^ ^^^^ ^ 
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"0*" pur » .n.. «c«.. T™u co-,i.„ i„ ^ ^ ^.^ .„,„ , ^^^^ 

Wi* m^u p.y f„ . ^ ^ 

. ^. „ , ,^ ^^^^^ 
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game. The bonus gime however, although the same video poker game, uould have a more 
favorable pay ubie offering a much higher hit rate. This could also be accomplished by the use 
of wild cards or other changes to the game niles. 

U is ako contemplated that the base game and bonus ganie could be executed on the reels 
S of a spinning reel slot machine where the symbols on the reels are given two different sets of 
probabilities for the base and bonus games. Another altemztive is for (he two games to be very 
different, such as a spinning reel slot machine for ihe.base game coupled with a video poker 
game as the bonus game. It is also conteinplated. and disclosed herein as one preferred 
embodiraeot. to use a spinning reel slot machine as the base game and a video display type slot 
it machine simulation as the bonus game. 

T!n«. refening to RGURE 1. there is shown a simplined diagram of a reel-t>-pc slot 
machine. Tlie machine 10 includes a display window I2 through which a piayer may observe 
three spinning reels. 14. 16 and 18. Game play is initiated by inserting a coin or playing a 
credit and then pulling the lever 20 or operating a push button switch for the same purpose. A 
micro-ptocessor then operates according to its game program randomly selecting a reel stop 
position for each of reels 14. 16 and 18. T.« reels are set in motion to give the player the 
feeling of randomness, but in due course the reels are stopped at the preselected stop positions 
using technology well known in this an which t)pically includes stepper motors for driving the 
teels and stopping them at the desired position under pr^essor control. A payline 22 is located 
centrally of the display 12. Symbols which stop on the payline are evaluated to detemiine if a 
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wim,ing combinaUon has occurred. If so. ,n a ,>p.cal slot machine, a payou. is made and .he 
game is over. In some games .he symbols above and belo^. .he payline are also visible In the 
display window. This provide, additional exci.emen. .0 d,e player. In some james. 0,e ability 
.0 see U« next symbol, above and below .he payline. can be used .0 provide additional 
^ entenainmem and payoff feawres. Thus, for example as shown in RGURE lA. which is an 
enlargement of the display window 12. U,ree symbols are visible on Reel 14. Symbol A Is on 
the payline. while symbol B is above the payline and symbol C is below u.e piyllne. The 
present invention makes use of this feature of tnditional slot machines in a mam.er ,0 be 
explained hereafter. With reference .0 d,e programming and operation of processor conuolled 
slot machines, the read, is directed to the disclosures in d.e following U.S. Pa.en« 4.095.795 
to Sax.on and 5.456.465 ,0 Durham which are hereby inco,pora.ed by reference. 

DESCRIPTION OP ^ pprrcpp ED EMBnnr^ nrN.^ 

Rctumin- to HGURE 1. according preferred embodiment of the invenUon. the slot 
machine 10 b provided wiU, , video-type display 32 which may be a CRT or a dot matrix 

»^ display. „ desired. Tbe display is housed in a veaiclly disposed enclosure secured ,0 U,e upper 
ponion of the slot machine 10. Tl^e display 32 is used for purposes of playing , bonus g«„e. 
It the bonus game i, a poker game for example, a poker hand would be shown on the display 
and the player paid if . wiming hand occurs. Similarly, if the bonus game I, a slot machine 
simulation, spinning symbol, would be simulated on U« display s.opped in various combina.ions. 

So some of which would coiuiitute winners. 

WTR0:02 (W/2)/97 1059 o 



arc 
game 



Prerc... ro, ^p,.™„.,, ^ ,3^,„ . ^_ ^ ^^^^ 

.-c..,^ ^ ta.^„„e „ ^ ,^„, ^ ^ ^^^^ 

THp,e B., .„ „_ ^ „ ^^^^ 
0, ^ „ ,^„„ ^.^^ ^ 

™p^..„ ^ ^ ^^.^ 

~. ^^^^ 



in 

has 
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»b„.„,i„„ „ ,„,e™ in U.S. P„e„, No. 4.095.7,5 ,„ s.„o„. „6.i, i 

Olffeiem »ftw.r. aJsoritlim is en.|,loy«l for «to,„, ,|„ ' 

A. wi,h mo« such gsm«. A. p„«, u ^ „^ ^ 

U» sWpi .fHOURE 2 i, showa i. figure 2A. IK .cfc.*,u uKlud^ 0,«ta,u« 
P.y».s for ih. bonus .s .111 b. discussal Wto. Ho„rb 2A ,1., sh,„ ^ 
P^babili, Of .cc«„.c of ^ ^ „^ ^ ^ ^ 

l»M p«c»„,. u calclsKd. f., o» ,„l s«ip of noUM 2. p,obsbili» of 3 b« 
•ccunfa, is 0.000376 .nd sine 1, p„s 50 co,™ U.= EV is (50 . .ooo^ie, . 0.0187O. B, 
sununiot d,. EV, ,„ .i^„, ^ 

"P-«.d to schodul. .s •3Vin„s,„.» ^ , ^„ ^ ^ 

illus-rmd emb.di,«m 1„ . hoM poK„,.,. of 94.4045. T»„ B, f„ 

•ven,.. sbou, ,4 ««s will , ^ ^ 

I. «. basic auc t,^. ^ ^ ^^^^ ^^^^^ ^ ^ 

payli^or^o^orbdo, ^.p^ltaco, k^,^ „„^„ 

- 0. *. Wlloe. «con.i„ „ described .„b«di.«». *e b.™s ,„„. i, u,,,^ .„ 
.w„d, d^blcd. Accordi,, ,0 A. p„fe^ ^^^.„,. ^ ^ ^ ^ ^^^^^ ^ ^ 

do, ,id„ dupu, slK,« « 32 in FIOUKE 1. HU displ., is uUiud b, *c psoc^so, 
» «n,ul« . spinnin, «, ,10. xh. s,»b.U us». i, „„ ^.nus ,„ chen. 
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«». be.. ,^ ^ ^.^ ,^ ^ _ ^ ^ 

»»Mn«l.«. -Wc., po««. ^ , ^ , ^^^^ 

the bonus game. 

h «» iltanud tapl^nuu.,. ^ ^^^^ ^ 

on ^ ^^2^^^^^^ 3^ ^, ^ ^ ^^^^ ^ 

.r~. Wi.s„^ ™, b.« ,™ The 
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times .he EV of the bonus game times .wo or (A«C-2) To «k. 

or u I). To obuin .he value C requires 

addi.ional information. 



» *. V.,.. c. ^, ^ ^ ^ ^ ^ 



is C =: S ♦ X. 



p-.«. »r 0... ,u ^ ^ ^ , _____ 
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a non-wim,ing spin). For more information on Bernoulli trials see. for example. Hogg and 
Tanis "Probability, and Statistical Inference' 4ed. pp. 150-171. 1993 Prentice-Hall Inc. 

The function that shows the probability of -trials until success' of , Bernoulli function 
(in this case the number of trial, until we achieve the 0.15 probability loss) Is called the 
Geometric function (see HG. 6). This assumes p remain, consunt. It Is pennissible for p to 
vanr but the expected trial, until success Is more difficult to compute. The probability of fuse 
success (loss on the bonus game after 1 trial) Is 0.15. probability of success (los, on the 
bonus game) after 2 trials I, 0.85 • 0.15 = 0.1275. For three trial,, the calculation I, 0.85 • 
0.85 • 0.15 - 0.108375 ami so on. It I, well known that the expected value (EV) of the 
Geometric function I, 1/p where p I, the probability of 'success" on a given trial (I.e. loss on 
the bonus game). Therefore. S the expected number of spins of a bonus game with a hi. rate 
of 85% is.1/0.15 = 6.667. Note this includes the final losing n.n,. The expected value (Q for 
this bonus game may be computed by multiplying the value of S (6.667) by the expected remn. 
per spin (X). That Is C = S ♦ X. 



In practice. U I, desirable to vaty the payout pen:enuge, slightly. Accordingly, the 
bom« game may be modified to have either a different hi. rate or a different average coins per 
spin value by adju,.lng U.e symbol probabllitie, ,tored In the computer program. RG. 3 is an 
example of such an adjusted pay uble. For the example of Figure 3. the value X. the expected 
renir. per spin is 4.1751 (the sum of the EV column) while the hi, rate Is 84.41» producing 
ao » value of S » 6.4145. Thus C = 6.4145 • 4.175 = 26.781. 
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Referring ,o FIG. 2A U,e computed values C and 2C rr . 
From (he foregoing, ft will be understood chat the ore^n. • • 

« the base .,m. 8*™' <>' chance is played 

^* concept with which playc„ ^ r 

reuined. At the same time h« « 
Ai me same tmie. however, a significantly more exci.i„. r 

of* bonus g«„e n« - ™« ^"""^ »Wed in the form 

««an,e. ^ unplememation of d.e invention, according ,o 0. h 
embodiment, is relatively ,r,a5.K,f« ^ """^'^ '"8 '<> the described 
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»^ « i.^^ ■„ . ^^^^ 
SKIM to a. an wlH b. ,bl. ,„ p,<„„„ ^^.^ 

l»ndl. 0, p««, . „ ^ ^ 

pU^r to p.«.d . to. i.... ..^^ , ^ ^ ^ 

The p™c.«« to »« „„ ^ ,^ ^ ^ ^ 

^ ^ ^ ..p., „ ^ ^ ^ ^ ^^^^^^^^ ^^^^ 

T«.. P.,. i. ^ ^ . ^^^^ ^ 

F.,»« ,, .„ .p„„ ,o„ ,^ ^„ ^ ^_ _^ ^^^^ ^^^^ ^ 

P.,«n. iS^ ,0., B,ro„ ,w,«to, „ ^ p,,^, , ^^^^^ 

»n,ti«U.. .pp^ ,„ ^ p.,„„. ^ ^^^^^ ^ 

» in wtos«,. ^„,o> ,pp,.„ ,„ ,3.., no>.u^. .^^^^ 

prPg™, „ s,.p ^ ^ ^ 

c««. to p.^,i,„ ,„ ^ ^ ^ 

* - .PP« «. «h .i^ ^ p.,„„ „ „ _^ ^ 

CI.. . ,„ 3 ^ ^ ^ 

S«P .(« i. p,M u» pu,„ <s,^ „4, 0. „„p „i, ^ ^ ,„ 

d«cMM. .hi. i. . ^ ^ ^ ^^^^^ 
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invoked. The phyer must continue playing the game « described until 3 WinS.reak symbol 
appears on each reel within (he pay window 10 iniiiaie operation of the bonus 



came. 



on 



When that occurs, the program, at Step 112. branches to the bonus game i«lica,ed 
Figure 4 beguming a. U.c circle labeled 2. A, Step 1 18 the bonus game multiplier is set equal 
«6 one. •n.e prognm then checlcs. at Step 120. .0 de.em»ine if the three WinSueok symbol, are 
on the payllne. If so. the game multiplier is reset ,0 two (Step 122). In either case, the 
program then proceeds to wait for the player to initiate operation of the bonus game by pressing 
. bunon or pulling . lever at Step 124. TOs im.i,.c, operation of the bonus game display. 
Which in the illustnted embodlmem. is played on the dot matrix display 32 of Figure 1. -n.c 
processor again uses its random number algorithm ,0 choose the symbols to be displayed for the 
bonus game (S.ep 126). A value 'Pay- is set equal .0 the number of coins associated wi^ 
Chosen display combination at Step 128 and the prognm cominues as shown in Figure 5 in the 
circle numbers, 4. The Pay value is multiplied by the game mul.ipiier (Step ,30, as a function 
of the outcome of the decision box 120. A cumulative value. Tea, Pay. is computed as being 
equal ,0 the previous Tou, Pays p,us the current Pay (S.ep 132). The- program next goes 
through the process of providing an animation of spinning reel, on the dot matrix display and 
« the reel, appear to stop, the selected symbols appear (Step 134). The spin value is then 
incremented (Stq, 136) in preparation for the next cycle of the bonus game. Before commencing 
the cycle, however, it is determined at Step 138 if the player has won or lost. If he has 
won. the accumulated winmngs are displayed to the player at 140 and the next cycle of the 
bonus round commences by bnnching back to Figure 4 beginning at the circle labeled 3. 
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If, however. It is determined at Step 138 Cut ihc player has losi. the program branches 
to the circle labeled 5. The program then deicrrnmes whether the value of the spin counter is 
equal to one, indicating that the player lost on his tlrsi turr) in the bonus round (Step 142). If 
so, according to a preferred embodiment of the invention, a consolation award is given. The 
program chooses a consolation pay amount (Step 144) using a random selection algorithm based, 
for example, on the second chance table illustrated in Figure 7. Figure 7 tabulates the possible 
pays as a consolation amount to a player who has achieved the bonus round but lost on the first 
spin. The random selection includes amounts of from three to fifty coins to be paid to the 
player. Figure 7 illustrates for each of the possible pay selections, the number of such selections 
among a schedule of 100 memory locations. Thus there are 32 pays of 3 coins. 45 pays of 5, 
20 pays of 10, 2 pays of 20, and but one pay of 50 coins. The expected value for this additional 
payout IS provided in the fourth column of Figure 7 as 6.11 coins. Since the probability of 
losing on the first spin is 0. 1559 this adds an expected value to the overall game of .952536 as 
illustrated in Figure 7 and this is added to the expected win value shown in Figure 3 as 26.78072 
to obuin the overall payout shown in Figure 2a of 27.73326. 

After the processor chooses a consolation pay amount, the chosen pay amount is 
multiplied by the game multiplier (cither one or two) and the total pay is set equal to the 
mulUplied pay amount (Steps 146, 148). Finally, the amount of the consolation win is 
displayed. Step 150, and then payment is made at Step 114. 
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If *e bo», „„ ,^ ,^ ^^^^^^^ ^^^^ 



at Step 116. 



»d . 6« ^ ™^ ,„,^^ >^«^^^ ^ „ . 

^x, or =,i„ ^ , ^^^^ ^ 

to™. p^va-™, «^ p,„„ , ^ , ^^^^^ ^ ^ 

o„ r„„ ^ „ ^ . ^^^^ 

». .» <«„io„ ,0. 20. 50. ,00 „ „,„ ,„ . ^.^^ 
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There have been various spinning reel slo. machine models that include a feature that .-,|l 
cause the machine to repeatedly sp.n the reels until a win„,„g combination appears. Examples 
of such mach.nes are WMS Caming's -Jackpot Stampede' and IGT's 'Sp,n t.l you wi„-. These 
models have some added appeal but the shoncoming is .ha. .he player's expecu..on is ctushed 
once he or she realues there is , high likelihood *a. U.e fin. w|mu„g combination to hi. 
wlH be one of the -smair awards (i.e. one cherry,. „ is believed that no one has heretofore 
designed a game according to the present invemion that allow, a player to spin until he ,o,e,. 
collecting all wins along the way. 



of .pin. .„u . occu^ i. 8„„„ ^„ « ,„ ^ ^.^^ ^ ^ ^^^^ ^ 
wi»U„ss .p ^ ^^^^ ^ 

Of .Pta U ^™p»ic ,0 ^. ™. ^ ^„ , , ^^.^^^ ^^^^ 

.0™. ,^ ,^ ^ ,„ „^ ^^^^ ^ ^^^^ ^ 
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While preferred embodiaienu of Uw prejem invention have been illujtniiiJ ami 
described, it will be understood by those of ordinary skill in the art that changes and 
modifications can be made without depature from the invention in its broader aspects Various 
feanires of the present invention are set forth in the foUowing claims. 
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m claims -defining the invc.-.t.on are as folfc^r.-ar 

I . A. processor controlled game of chance comprising: 

a) a processor, operating according to a game program, for randomly 
selecting symbols and for au-arding credits When uinning symbol combinations arr selected: 

b) display means on Which said selected symbol combinations arc displayed 
to a game player; 

c) said processor operating in a basic mode unless and until a :ymbol 
.combination, designated as a bonus combination in said game program, is selecced. said 
processor, in said basic mode, selecting s>-mbols and au-arding credit, or money in response to 
the input of money or credits by said player: 

d) «W processor operating in, bonus mode after said bonus combination i, 
selected, said processor, in said bonus mode: (1) selecting symbol combina,i.>„5 as a sequence 
of Bemoum trial,; (2) displaying the symbol combinauons for each trial; (3) a>varding crediu 
for winning combinations associated with each trial until a losing combination is selected, said 
bonus mode having a hit me for winning combinations in excess of fifty percent; 



wniOIO: 04/23/97 1059 




whereby a player who reaches bonus mode accumulates credits as a funcian 
of the number of Bernoulli trials survived. 



2. In a gaming machine including processor mean: for randomly selecting outcomes 
some of Which are winners and the remainder being losers; and for awarding credits or money 
cortespoi^ling to said wi«.rs. and display mean, for displaying the selected outcomes the 
improvcmcm comprising: , 



a) said processor means being programmed to designate ceruin outcomes as 
a bonus event permitting the play of a bonus game; 

b) said processor, during bonus game play, itcratively and randomly selecting 
putcomes as a set^ence of Bernoulli trials. d.playing said outcomes and awarding the credits 

winning combinations in excess of fifty percent; 



whe«by . player who reaches the bonus game accumulates credits as a Junction 
of the number of Bernoulli trials survived. 
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3. 



* » ....n. .„ta, . ^^^^^ 

<»»J"» 

said bonus mode operation causing: 



in>l« «*icli conttM miiil , i<„i„i5 



Of the number of Bernoulli trials survived. 
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4. The device of Claim I wherein said processor i, „ 
, . , processor ,j prograrmncd lo select poker 

symbols for the basic mode game ^ 



5. The device of Claim I wherein 
symbols for the bonus mode game. 



"id processor i, programmed to select 



poker 



on 



8' The device of Claim I wherein the 

elected symbols being displayed to a player bv 
roution of said reels. ^'"^ 



r^,. K . "'"""^ """" « physical 

reels havwg symbols arranged thereon, the 



game. 



••t 



10. TTie device of Claim 8 wherein 



game. 



said reels are used as the display for 



•he bonus 




display on which symbols may appear; 



bonus game* 



«. T.. -Vic. or CUta , ^ , ^„^^ ^ ^^^^ 

basic and bonus modes is less than 1.0. 



Msic and bonus modes is less than 1 .0. 



14. The mediod of Claim 3 wh*r»:n ..xj 

ciam» 3 whereu. said processor is programmed ,o produce an 

basic and bonus modes is less than I.O. 
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15. In a gaming machine including processor means for randomly selecting ouicomes. 
some of which are winners and the remainder beir« losers; and for awarding credits or money 
conesponding to said wim«rs. and display means for displaying U,e selected outcomes the 
improvement comprising: 

a) said processor means being programmed to designate certain outcomes as 
a bon»« event peimitting the play of a boreis game; 

b) said processor, during bonus game play, iteratively and randomly selecting 
omcoines each of which is a Bernoulli trial, but wherein p. d,e probability of success may vaty; 

c) displaying said outcomes and awarding the crcdiu associated therewith 
until a losing outcome is selected, said bonus game having a hit rate for wimung combinations 
in excess of fifty percent; 



whereby a player who reaches the bonus game accumulates credits as a function 
of the number of Bernoulli trials survived. 



16. .Ute device of Claim 15 wherein said processor initiates a consolation trial 
if the first Bemoulli trial during bonus gamt play results in a losing outcome, said consolation 
trial awarding a randomly determined number of credits as a consolation prize. 
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Th'^'n^'hod of Claim 3 further including ,hc step of: 
(0 ini,ia,ir,g a coa.oIa.io„ .rial if ,hc firs. Berm,ullj .rial during bonus 

prize. 

as described 



determined number of credits as a consolation 

A processor comr 
herein with reference to Figs. I - 3. 



18. A processor controlled game of chance, substantially 



19. A method ofoperating a gaming machine, substantially as described 
herein with reference to Figs. 4 and 5. 

DATED this Tweniy.$ccond Day of April 1998 
^^'MS Gaming, Inc. 
Patent Attorneys for the Applicant 
SPRUSON & FERGUSON 



ABSTRACT 



GAMING MACHINE WITH BONUS MODE 

A gaming machine (10) is operated by a programmed micro-processor in 
which the first mode of operation, a basic gambling game. (14. 16. 18) is implemented 
such as a video polcer or reeLtype slot machine play. If bonus symbols are selected in 
the basic mode, a bonus mode (32) is triggered. In the bonus mode the same or a 
different game is implemented by the micro-processor system employing a Bernoulli 
trial procedure in which the player continues to play and receive awards until a losing 
combination occurs. The hit rate for the bonus mode is greater than 50% although the 
overall payout percentage of the game remains below 100%; 
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